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Goals

1. Accelerated 3D as part of Web stack (no plugins!)

2. Developer familiarity

3. Desktop and Mobile
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Who's Involved?

… and many others, both in Khronos and the 
broader Web and graphics communities 

A strong combination of the Web, silicon and 
mobile industries

Apple

http://www.amd.com/
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WebGL 1.0

 Based on OpenGL ES 2.0

 Minimal set of features for compelling content

 Well-supported by desktop and mobile

 Pure shader-based API; no fixed-function

 GLSL ES as shading language

 Yes, even on the desktop
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Current Status

 Implementations in publicly available developer builds

 Firefox

 Safari

 Chromium

 Opera (coming soon)

 Implementations following spec

 Biggest challenges for shipping 1.0

 Security

 Shader Portability
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WebGL and the Web

 HTML <canvas> element

 Fully participates in browser compositing

 OpenGL-like API driven by JavaScript
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Content

Content
JavaScript, HTML, CSS, ...

App Code & Content

JavaScript
Helpers

WebGL
Middleware

Resource
Loading

Mashup
Helpers

...
COLLADA, X3D, ...

Loading



© Copyright Khronos Group, 2010 - Page 8

Demos

 GLGE

 X3DOM

 Chemdoodle

 CopperLicht

 C3DL
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Resources

•WebGL.org

- Draft Specification

- Wiki

- Mailing List

•learningwebgl.com


